MASTER

by KINGSOFT

MANUFACTURED AND DISTRIBUTED BY
AUDIOGENIC LTD,, P.O. BOX 88, READING, BERKS.







GRAND MASTER USER MANUAL

cecvccccce crccan cocnoaae

THE INSTRUCTIONS IN THIS8 MANUAL ARE APPLICABLE TO BOTH THE
VIC-20 AND THE CBM 64 VERSIONS OF GRANDMASTER.

LIST OF CONTLNTS
Page
L. INTRODUCTION .vvveireaconnnnsrossscesssnssasasansnesns &
2. LOADING THE PROGRAM ....cicreresnssassnannssssssrnees &

J. BABIC OPERATION .ot icrencersarsossssssassnsonrsosssnsns 3
Enter msoves
Watch GRAND MASTER computing
1l1legal moves
Clear errors in move entry
Select colours and changing sides
Special moves (Castling, En Passant, Promotion)

Q. SPECIAL FUNCTIONS ... ccoverissnnoccssosssssssnncscccas 4
Centre screen
Automatic play
Choose colours of foreground, background & border
Interlace mode
Take back move
Hint
Level
Begin new game
Interrupt computing

S. THE GAME OF CHESE .ivvvvvecrnncssscssoarossersnanssses 6
History of chess
The piesces
The game
A move
Moves of the pieces
Check
The won game
The drawn game \

The GRAND MASTER program and manual and associated packaging
are copyright (c) 1982 Kingsoft and Audiogenic Ltd.

MANUFACTURED AND DISTRIBUTED EXCLUSIVELY BY
AUDIOGENIC LTD., P.O. BOX 8H, READING, BERKS, ENGLAND,



1. INTkOLUCYION

Longratulations on purchasing GRAND MASTER! You are now the
owner of the world's strongest chess program for hose
computers. Whether you are an experienced player or a
newcomer to the world of chess, GRAND MASTER will provide you
with countless hours of interest and enjoyment both as an
opponent and as an instructor. It will help you to {ncrease
your understanding of the game, thereby bringing you greater
pleasure and satistaction. The program has many features
which we have incorpourated specially to make GRAND MASTER
easy and flexible to use. This book will take you through the
steps Of using GRAND MASTER. These instructions apply to both
the VIC~-20 and Commodore 64 versions of the program. Wwhere
there is a difference between the two versions {t will be
stated. If you are new to the qgame of chess, tirst look at
chapter 5, where we explain the rules ot the Royal Game. we
will show you how GRAND MASTER can help you bypass the
awkward learning period and get right 1nto the fun of playing
chess. For the veteran player we will explain how the wmore
sophisticated features can enable you to get the maximum
entertainment from your new chess partner. Our aim has Dbean
to help you to en)oy this program as much as possible. we
wish you many hours of tun and excitement and hope that you
derive as such pleasure in using this program as we did in
creating it and bringing 1t to you.

GRAND MASTER is copyright 1982 by KINGSOFT. It ls unlawful to
aske copies Of this software on any medium for any purpose
other than backup. It 1s unlawful to give away or resell
copies of any part of this package. Any unauthorized
distribution of this product deprives the authors of their
deserved royalties and is pursued by law., We are obliged to
carry out an aggressive policy of enforcement against
infringement.

2. LOADING THE PROUGRAM

CBM 64 VCRSIUN - To load your GRAND MASTER into your
Coamodore 64, make sure that the heads on your cassette deck
are cleaned and demagnetised, then simply follow this
procedure:

a) Switch on, 1nsert the cassette and rewind 1f necessary.

b) Type L O A D then press HRLTURN. You will than be asked to
“PRESS PLAY OH TAPL". llaving done this, the screen will go
blank until the progranm 1s found, then it will display
“FOUND GRAND 64t" (or something similar - the actual
program name .ax vary according to version numsber and
country of sale). Press the CBM key (the one at the bottom
lett of the keyboard with the Commodure logo on it) and
the screen will go Dblank again wuntil the progras has
loaded. The ecreen will then display "READY®. You may now
simply type R U Ui (and RETURN) and the program will start,



VIC~-20 VERSION - To load your GRAND MASTER into your VIC-20,
make sure that the heads on your cassette deck are cleaned
and demagnetised, then simply follow these steps:

a) Betfore switching on, ensure that you have an HK RAM memory
expansion pack, or larger, fitted into the cartridge slot
at the rear of your VIC.

b) Switch on, insert the cassette and rewind if necessary.

c) Type L O A D then press RETUKN. You will then be asked to
“PRESS PLAY ON TAPE". Having done this, the program will
load into your VIC which will respond with “READY." when
tinished. You may now simply type R U N (and RLTURN) and
the program will start.

BOTH VERSIONS - If the screen displays “?LOAD ERRUR" instead
of "READY", repeat the loading procedure. If this does not
work, there are two copies of the program on each side ot the
cassette, 80 try one of the other copies. 1In the unlikely
event that the you cannot get any copy to load, return the
cassette to your dealer for free replacement.

3. BASIC OPERATION

B L LT TR

At the beginning you'll see a chessboard with your (white)
plieces standing on the bottom. In order to enter a move, it
{e necessary first to locate the sguare FKOM which & piece is
to move (e.9. t2) and then the square TO which that piece 1»
to move (e.g. E4). In order to enter this move, press the
keys E 2 E 4. It you have checked again that it is the move
which you wish to make, you should prcss RETURN. The wmove
will now be displayed on the screen. GRAND MASTER will
respond with his own move, either immediately from his own
openings library or after computing his best reply.

While GRAND MASTER is computing he will display his current
thoughts. If you look to the letter P, you can see, how many
plys deep the analysis is. A ply 1s one nove for one side
(e.9. P) means that GRAND MASTER has analysed one move ftrom
himself, one move from you and again one from himself). You
can also see the best move which GRAND MASTER has found so
far in his search.

It at any time you key in and enter an illegal wove,
GRAND MASTER will refuse to make the move on the screen and
clear the input area. You should simply key in and enter a
new, legal move.

The DEL key is used to clear incorrect characters from the
fnput area. Pressing the DEL key will <clear the last
character displayed. This will be necessary, for example,
when a msove or part of a move has been keyed in incorrectly.
The DEL key will not erase a legal wmove which has been
entered into the computer by means of the RETURN Xey. It you
wish to correct a w®move after pressing RETURN, interrupt
GRAND MASTER from thinking and take back one complete move
(see chapter 4 - SPECIAL FUNCTIONS).
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At the start of the game it is White's turn to move. If you
wish to play white, enter your ¢first =sove ia the Bsanner

described above. 1f you pretfer to.R:.y Black, .t-pr prese
the keys CTAL and 0 togqether. D MASTER will tlip the

board and make his firet move as White. Anytime you press
these keys together, a new game with reversed colours will

begin.

There are some special moves in the game of chess which you
need tOo knOw how to deal with. They are castling, en passant
captures and pawn proaosions. You should consult the rules {n
chapter 5 - THE GAME OF CHESS, if you are in doubt about
these moves.

a) Castling. This move is made simply by entering the King's

aove Only:
r(ooo £l1G1 uhon you ul.h to coltlo King‘'s side s Uhtto
E1C Queen's *
® c8eGcwuw ° - * ° . King‘'s ° ® Black
- l ‘ c ' - - - - - ou..nt. - . -

b) En Passant. When you wish to capture en passant, you
should simply enter the =move of your capturing pawn.
GRAND MASTER will autosatically remove his captured pawn.

c) Promotion. when you are playing against GRAMD MASTER, he
will automatically promote your pawn to a (ueen when it
feaches the proaoting square.

You need not worry when GRAMD MASTER promotes a pawn - he
will choose whatever prece he thinks bestl!

4. SPECIAL PFUNCTIONS

cescoccovccovecvonece

GRAMD MASTER has a lot of additional coassands for your
convenience and coafort. These are the appropriate keye:

CRSR — VIC version oanly. Moves screen one position right,
it the screen position on your TV is off centre.

CRSR o~ VIC version only. Moves screen one position left,
tf the screen position on your TV is off centre.

CRSR § VIC version only. Moves screen one position down,
{f the screen position on your TV {s off centre.

CRSR ¢ VIC version only. Moves screen one position up, {f
the screen position on your TV is off centre.

r2 Puts GRAND MASTER {nto automatic play =mode. He
will play higself wuntil he (finds a smate or
stalesate, and then start over again. Thie mode {s
ideal for the beginner to learn froa GRAMD
MASTER'S strategy, or as an attractive
demonstration of cosputer chess. Press RUN/STOP
key to exit this mode.

r) Chooses one of 8 foreground colours.
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Chooses One of 16 background colours.
Chooses one of 8 border colours.

lolo?to interlace mode (required only for some TV
sets).

This key allows you to take back the last move
(=two plys). Although technically this is
cheating, it can be very instructive. This
tunction always works, even when GRAND MASTER is
in his opening library. It he chooses an opening
variant you don't like, press this key and try
again. Probably GRAND MASTER will now play an
other sove. This function is disabled after MATL &
STALEMATE.

You can use GRAND MASTER as a chess tutor, to ses
what he would do in your place. when ({t is your
turn to move, press ? and GRAND MASTER gives you a
hint for your next move. If you want to play the
suggested move, press RETURN. If you want to play
a different move, you may simply enter {t {in the
usual way. This function s available when
GMAND MASTER is playing trom his openings library,
and during normal play. It {s disabled after
and at the time when GRAND MASTER is leaving his
openinge library.

GRAMD MABTLER has several levels of play designed
to challenge players of various strengths and
patience. Each time you bDegin a new game, the
level {s set to 1. TO set the Jesired level press
L and a number trom O to 9. The naw level will be
displayed on the scresn by LO - L9. GRAND MASTER's
level of play may be changed whenever it is vyour
move in the game. The levels and their average
response times are as follows:

Level: Response Time: Description:

0 Hours/Days Special level for analysis
or postal chess.

1 S sec Beginner's level or used tor
speed chess.

2 15 sec Fast paced ganme,

k] 35 sec The whole game should last

about 1 hour ’'if you move at
GRAND MASTER s pace).
1 min
1.5 min
3 ain GRAND MASTER's tournament
level, where it should make
10 moves in 2 hours.
7 S ain Interesting level for those,
who are not challenged by
level l-b.
8 30 min For the patient player.
9 2 h For the very patient player.
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CTRL-0 Begins new game with reversed colours.

KUN/STOP While GRANU MASTER 1s thiAking you can see the
best maOve he has found so tar. YOu cen halt his
thinking and force him to make that Bsove by
pressing RUN/STOP. The stop feature is wuseful |t
yOu have set GRAND MASTER on a high level and ars
now tired of waiting for his move, or 1t you
discover that you have )just made an error.

5. THE GAML OP CHLSS

ceocowcrscocvscccncceva

In the fifth centuty A.D., a game called “chaturanga” made
lte appearance in historical records in northwestern India.
“Chaturanga® as it was played then 1s easily recognizable,
with tew diftferences, as Our modern chess. The game spread
west 1ntO Persia, and thence along the ancient trade routes
to the shores of the Mediterranean, reaching turope by about
1000 A.D. The Normsan Conquest brought chess with it into
England; the Spanish soldiers and French explorers introduced
It tirst into the Mew World of the Americas. B8y the 17th
century chess had develouped the exact form we en)oy today,
although slight rule vartations (Double Advance, En Passant,
Wueening and Castling) have been added, and fashions in
strategy continue to change troa decade to decade.

Chess 1s the classic game Of manoeuvre and control. It s
played on an 8i1b board between two players, each with 1initial
araies Of 16 pileces. These pieces are as tollows:

A king TwO rooks
A Queen Two bishops
Two knights Eight pawns

The two players sust alternate iIn saking one move at a time.
The player with the white pieces comacnces the gasme.
A player 1s said to "have the msove” when it is his turn o

play.

With the ezception ot cmustllig, a move 1s the transter ot a
prece from one squerfe tO another square which 1s either
vacant Or occuplied Dy an enemy pieca.

NO plece except the rook, when castling, ana the krnight may
Cross & square occupied by another plece.

A piece played tO a square occupied by an enemy captures it
as part oOf the same -move. The captured piece mnust Dbe
1amsdiately removed froa the chesstoard by the player wmaking
the capturfe.



The King - bxcept when castling, the king moves to any
adjoining square that is not attacked by en eneuy piuce.
Castling i1s a move Of the king and either rook, countiny as a
single move (of the king), executed as follows: the king is
transferred, from ite original squatre, two syuares toward
either rook on the same ranks then that ruok toward which the
king has been moved is transferred over the king to the
square immediately ad)acent to the king.

Castling is impossible:

a) 1€ the xi1ng has already buen moved, or

b) with a rook that has already been moved.

Castling is prevented fur the time being:

a) if the king's original square or thv square which the king
aust Cross or that which it 18 tQo occupy is attacked by an
enemy piece, Or

b) it there is any piece Letween the king and the ruok toward
which the king 1s to be movaed.

The Queen - The queen moves tu any syuare on the file, rank
or diagonals on which it stands.

The Rook = The rook moves to any square on the file or rank
on which it stands.

The Bishop -~ The bishop msoves tO any syuare on the diagonals
on which it stands.

The Knight - The knight‘'s move 18 composed of two ditferent
steps; first, it makes one step of one single square along
the rank or tile and then, still moving away frum the square
of departure, one step of one single square on a diagonal.

The Pawn - The pawn may only move forward:

a) Except when making a capture, it advances trus its
original square ei1ther uvne Or twu vacant squares along the
file on which it is placed, and on subsequent moves 1t
advances one vacant esquare along the file. When capturing,
it advances one square along wither of the diagonals on
which 1t stands.

b) A pawn attacking a squase crossed by an enemy pawh which
has been advanced ttwO syuares Iin ovne #Buve trom its
original square may capture this enumy pawn as though the
latter had been moved only one syuaro. This capture may bLe
nade only on the _ move inmudiately tollowing such an
advance and 18 called capturing “en passant”.

¢) On reaching the last rank, & pawn mnust bLe 1kmediately
exchanged, as part of the sawe move, fOor a uueen, a rouk,
a bishop, or a knight of the same colour as the pawn, at
the player's choice and without taking 1nto account the
other pieces still remalnlng on the cheusboard. This
exchanging of a pawn 18 called “"promotion” and the action
of the promoted piece 1s isumedliate.



The king 18 10 Check when the square {t occupies is attacked
Dy an enesy piece; in this case the latter is said to be
“checking the king".

Check must be parried by the move iamediately tollowing. It
the check cannot be parsied, it is said to be “"mate”.

The gase is won Dy the player who has mated his opponent's
xing.

The game 18 drawn:

4) when the king ot the player whose turn it is to move s
not in check and the player cannot make any legal wmove.
The king 18 then said to be “stalemated”.

D) My agreement Detween two players.

c) Uupon a claims by one of the players when the same position
is about to appear of has appeared (for the third time,
with the same player having the move each time. The
position is considered the same if pieces of the same kind
and colour occupy the same squates and {if the possible
moves Of all the pieces are the same.

d) when a player having the move demonstrates that at least
fifty consecutive moves have been aade Dby each slide
without the capture Of any piece or the moveseat o0f any
pawn.
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